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STARBASE STRUCTURE 


gement Phase - Play cards 
from hand, play outer regions, upgrade 


HOME REGION > STARBASE 
*You may forfeit all ISK you & in during. 
HOME REGION > UPGRADED STARBASE 
All attacking ships that have the 
patrol command gain +X} where X 
equals their patrol power. 


1. Setup Phase - Duration step, 
§ assembly step, ISK income step*. 
k 2. Draw Phase - Draw one card. 


4) 3, Mana 
| your starbase, and manage your ships. 


| 4. Battle Phase(s) - Begin battle step, 
| 5. End Phase - Reduce to 7 cards... 5 


' step, and result step. 


f 


At the beginning of each battle phase, you may 
divide 2 damage between 1 or 2 enemy ships in 
this region. 


© 2006 CCP > CORESET > # 095/240 


’ - — a ee 
ART > SCREENSHOT FROM EVE ONLINE 


LOCATION > ASTEROID FIELD LOCATION > ASTEROID FIELD 


LIMITED (You can only play one ‘limited’ card each turn.) 


2006 CCP > CORE SET > # 088/240 
© 2006 CCP > CORE SET > # 060/240 
) 2006 CCP > CORE SET > # 060/240 


- ° — = a ae 
ART > SCREENSHOT FROM EVE ONLINE 


OMBER 


LOCATION > ASTEROID FIELD LOCATION > MOON 


When Omber comes into play, When Omber comes into play, i Play only in an outer region. 
its owner discards a card. : its owner discards a card. 
Ships that are mining in this region get mining +1. 
LIMITED (You can only play one ‘limited’ card each tur LIMITED (You can only play one ‘limited’ card each tur 
Discard Slave Mines and pay (1): Draw a card. 


this ability only if Slave Mines is in your h 
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© 2006 CCP > CORE SET > # 056/240 


ART > SCREENSHOT FROM EVE ONLINE > SCREENSHOT FROM EVE ONLINE ART > B, BORKUR EIRIKSSON 
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ASSEMBLY| 


rip EXECUTIONER 2 
Sai) SHIP > FRIGATE . 


27 ASSEMBLY | 


pe EXECUTIONER 


- SHIP > FRIGATE 


(At the beginning of a target step, up. (At the beginning of a target step, up 
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ART > SCREENSHOT FROM EVE ONLINE ART > SCREENSHOT FROM EVE ONLINE 


Oo: 


TORM 


ASSEMBLY | 


NTOR 
4! 
- SHIP > FRIGATE 





(At the beginning of your income step, 
you gain yy x & of target location.) 


(At the beginning of a target step, up 
0 1 attacking ship of your choice must target this ship 
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ART > SCREENSHOT FROM EVE ONLINE ART > SCREENSHOT FROM EVE ONLINE 


37 J ASSEMBLY 1 = — 10) ASSEMBLY I! 
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ij “SHIP > FRIGATE . : 








‘SHIP > CRUISER 


SENSOR DAMPEN 2 (At the beginning of a target step, you 
jay choose an enemy ship in this region. It gets J this 


(At the beginning of a withdraw step, 
this ship may deal 5 damage to an attacking ship.) 

(At the beginning of a target step, up 
0 2 attacking ships of your choice must target this ship 


ASSEMBLY | 


Both commands are activated at the same time 
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ART > SCREENSHOT FROM EVE ONLINE ART > SCREENSHOT FROM EVE ONLINE 


© 2006 CCP > CORE SET > # 130/240 


© 2006 CCP > CORE SET > # 172/240 


© 2006 CCP > CORE SET > # 145/240 


Punisher cannot be targeted by more than one ship 
during each target step. 


(At the beginning of a target step, up 
fo 1 attacking ship of your choice must target this ship 


ART > SCREENSHOT FROM EVE ONLINE 


3] / ASSEMBLY | : 
RII . J 


SHIP > FRIGATE 


SENSOR DAMPEN 2 (At the beginning of a target step, you 
may choose an enemy ship in this region. It gets 1-2} this 
battle phase.) 


(At the beginning of a target step, 
fo 1 attacking ship of your choice must target this ship 


ART > SCREENSHOT FROM EVE ONLINE 


bee” INQUISITOR 3. 
ais SHIP > FRIGATE 


i. 


ASSEMBLY Pe = 





RETALIATE 2 (When this ship goes on the scrapheap from 
play, it deals 2 damage to each ship that dealt damage to 


(At the beginning of a target step, up. 
fo 1 attacking ship of your choice must target this ship 


ART > SCREENSHOT FROM EVE ONLINE 


© 2006 CCP > CORESET > # 157/240 


© 2006 CCP > CORE SET > # 127/240 
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ASSEMBLY | 


Bip INQUISITOR DISARMAMENT TREATY 


SHIP > FRIGATE my =6NEW: 


PATROL 1 


RETALIATE 2 (When this ship goes on the scrapheap from Play only at the beginning of a withdraw step. Play only at the beginning of a withdraw step. 

play, it deals 2 damage to each ship that dealt damage to 

it this turn.) Each player must withdraw at least 1 ship from this Each player must withdraw at least 1 ship from this 

region during this withdraw step, if able. } region during this withdraw step, if able. ; 
PATROL 1 _ (At the beginning of a target step, up P P 

0 1 attacking ship of your choice must target this ship 


if able.) “You first.” 


“No, you.” 


“You first.” 
“No, you.” 
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oe 
ART > SCREENSHOT FROM EVE ONLINE ART > ASGEIR JON ASGEIRSSON ART > ASGEIR JON ASGEIRSSON 


DURATION III 


DURATION II 


[ART > ASGEIR JON ASGEIRSSON 


Destroy target card that is being played. Bieyjonly during your managementiphgag. 


“The twisted old Holders are deeply envious of zealous All ships in target outer region must withdraw. 
young upstarts and find sick pleasure in squashing them. ; Ships cannot warp into that region. 
And yet the Commoners look with awe up to the Holders, ~ 
faving their position and power, but bound still by te 
ore sturdy than any iron shackle.” 


ESET > # 014/240 


“Nothing there. Absolutely nothing.” 
-Ruddi, Federatio} 


that you could legally play in this region and put jt into play in this region. 
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OUTER REGION 


© DAM TORSAD 


ART > B. BORKUR EIRIKSSON ART> ASGEIRJON ASGEIRSEON TNolivuna 


[ART > SCREENSHOT FROM EVE ONLINE 
[ART > SCREENSHOT FROM EVE ONLINE 


Your opponents cannot play regions. 


Enemy ships cannot warp into your home region 
An opponent may pay you 4 for each ship you control in 
region: Negate the effect of Metropolis until end of turn. 


)RE SET > #021/240 


OUTER REGION 

STAIN 

OUTER REGION 
RE SET > #.028/240 


e METROPOLIS 





